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(54; Gaminq machine 

t57: A gaming mochine (2} jllows a 
user lo place a stake at'ci ptjy a main 
gamo, e.g. using o set of reeis (10), 
which may result in one of severa! win 
vaiues. The; gaming machine (2) is also 
ooerablo :n a stake gamble mode, in 
which :i mechanism, such as a further 
reel (30). is used to gamble the user's 
stake before the results of the main 

preferably before the main game is 
started. If the gambling operation is 
successful, the possible win values are 
increased. In a preferred embodiment, 
if the gambling operation is 
unsuccessful a consolat ion feat ij re is 
provided. 
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Gaming mncliines 

5 This invtMition relaies lo cjamtng machines by 
me.ins of •.vh;;;h a L;^j:?r C3n play -3 game and de- 
p.Midint} on tlio results of the game accumulato a 
credit vafui? which prr^forat^iy results in th.o ma- 
ciiine paying our cash and or tokens, 

10 The invention is apoiicoble for example to de- 
vices known as "amuserneni with prize" machines, 
e.g. Those comnv^niy known as "fruit machines", 
which incorporate symbol-carrying reels which are 
spun during the playing of a game so as to alter in 

15 a random or pseudo-random manner the combina- 
tion of symbols wliich can be viewed by the user. 
The invention is also applicable to machines which 
incorporate orher forms of display, sucIt as a panel 
carrying symbols wiiich are selectively illuminated 

20 during the playing c;f a game, or a video display 
screen which displays simulated reels or other 
symbols such as playing cards. Patent Specifica- 
tion GB-A-21 17155, for example, describes a ma- 
chine to which the pr*?sent invention can be 

25 applied. 

Generally, when playing these types of ma- 
chines, a game ca^^ result in any of several differ- 
ent types of wins, and the value of each win. i.e. 
I'he credir accorded to the user on achieving the 

30 win, depends upon which of the winning results he 
has achieved. Tlv> ;Mtractiveness of such machines 
to users donenris to a large extent on the values of 
r:'.t^ hiuht'-,; vviris wr^-ch oati bo act^ieved, and the 
number of different types of wins which can result 

35 in such high values, for a given stake. In an at- 
tempt to increase their attractiveness, fruit ma- 
chines in the past have been provided with a 
"gamble" feature whereby after the user has 
achieved a winning result using the machine, he 

40 can select either to collect his winnings, or to gam- 
ble them, or part of them, which could result in his 
winnings being either increased or decreased, or 
lost entirely. This feature has proved popular, but 
is of limited value because it is found that users 

45 are generally unwilling to gamble high-value wins, 
so that in practice the gamble feature does not 
provide any substantial increase in the maximum 
win value which a user would hope to receive. 
According :o on-i oSDect of the present Jnveniion. 

50 there is prov:dod a earning machine by rn^-ans of 
which a user can pi:)ce a stake and play a game. 
!he machlrie ':;:.or:)b!o rc caicuiate and cr-'}(j't 

to t'^'? '.iKf-r ci .vin V : -jopendent cn tnt.» resuiri of 
:r,o gan^.o, -.vr-;^-:- "^achire is scl'?':t :v-r!y ^?::'.'r- 

zz jr;i»j, Zi^.:o:-:i i"^- . . *.-• :h»? jarr.'r arc 

'.r.zjwr. r:; \'f\ff 'j " stak^* gamble rr.cie :n 
v/hich th.': i.-s-.-r's ;! --j g3n^t)!*j(i, SO J.'ia: 'h'i .v 
value ca^^ui iVcin (;r;-;r '.\<:r. is ciepenrionr nr tn-: 
suits of both the game and the stake gamble 

50 rr.cde. 

P.''e*er-jt::v. -^.c .s arrangec siich th^t 



gamblj? :>v'.i.> .n'-- \\xv'^U) mod-; :irod::i: >-; the 
appropri rosu::i-. Tiius. .ir::i;uving th-.; apprufiri- 
ate result in the gamble mode may be equivalent 
to increasing tlio stake of the game played by tiie 
70 machine, with a consequent increase in the poten- 
tial win values. This effect will therefore be re- 
ferred to herein as a "stake increase", although it 
will be appreciated that not all the potential win 
values need be ai^ecicd by such a stake increase. 
75 and those that are affected reed not be altered in a 
consistent manner. 

Although the foilov^-inq description will refer to 
an arrangement in which a stake increase can be 
achieved in the gamble mode, it will be appreci- 
80 ated that the gamble mode could be used for other 
purposes. For example, an approoriate result in the 
gamble mode may provide the user with one or 
more free games. Alternatively, the free games 
could be provided in addition to the stake increase, 
85 or the user may have the option of selecting either 
a stake increase or one or more free ganitrs. 

Although it would be possible for the machine to 
be arranged such that the user can select the gam- 
ble mode at any time until the results of the game 
90 are made known to the user, it is preferred that the 
arrangement be such that the user has to make his 
decision as to whether or not to use the gamble 
mode before the maiii game is started. Preferably 
also the user is made aware of the results of the 
95 gamble mode before the main game is started. 

This is particularly desirable in a preferred embodi- 
ment of the invention, in which the use: can, if he 
wishes, successively select the gamble mode, anci 
in which if the appropriate results are successively 

100 produced, successive stake increases are achieved. 
One convenient arrangement for achieving the 
features referred to above is to arrange for the ma- 
chine to offer the user, at the beginning of a play, 
the option of selecting the gamble mode or instead 

105 initiating the game. If the user decides to initiate 
the game, any win values which are achieved are 
based on a predetermined fixed stake, of for exam- 
ple lOp. If instead the user selects the gamble 
mode and achieves the appropriate result, he »s 

110 then again offered the option of selecting a gamble 
mode or initiating the game, and if on this occa- 
sion he selects the game any win values are calcu- 
lated on the basis of an increased stake of. e.g. 
20p. This procedure can be continued until a pre- 

115 detcrmrr.ed niaxtrnum effective stake is reachoci. 
If the machine is arranged to allow successive 
gamble options, ;t ;s txeferably arranged so ih.at 
the effective sta!<e r.creasos in a regular rr:in.ner if 
the gamb!o rr.r.r,': :;'oducos successive rfjsuiis of 

120 the CQf-vc- ty".-* .'^--^ :)oss::jt!i:y ".vou'-'J for th*^ 
effective stake to iricreaseO by a fixed vahji? 
each tim.e. A."..-;! ::-:;ssib)i;ty would be fo' th*? 
stake to i:^c.-*;J:>: ::\ J f:x-jf^ factor eacr: tini.>. 
for each effective biaKe to be double the prececmg 

125 one. 

It is a furih'ir :irf;* :'re(3 feature of the inv.:?fit;on 
thai if Vr.'t y\ — \) ■ * -'i- f:c'?S not prcr!-:-;': .i : '^ = -.: 
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sn t:>j us'jr every timj fie fjn's to increase 

jii^ •r'f'.v:r ••-•*? -u.-ko. The consolation feature can be 
provici.'n: ev-jry time rhe user fails to achieve the 
5 correct typ^- o- restiit in the gamble mode, or only 
at c;:rtain times which may be seiectcd randomly 
or psoucio-rondomiy. For example, ti^e gamble fea- 
ture rnay t;e c:u)abie of producing any of several 
different rc'i::!:n. only one of which is effective to 
10 increase the stake, the other results having other 
effects. One result may be that the user is allowed 
to !n;tiate t!"ie tjcime using his original or a reduced 
stake. In a fruit machine type game, another result 
might cause one or more of the reeis to spin, or 
15 might ailow ih*'' user to "nudge" one or more of 
the reels. The user would then stand a chance of 
obtaining a win value dependent upon the final po- 
sitions of tlic rf?cl3. These features may be pro- 
videci in dependence upon the symbols displayed 
20 by the reels at the time the gamble mode ends. For 
example, the yejmole mode might result in the dis- 
play of a symbol which corresponds in some man- 
ner to a symbol displayed by a reel, and in this 
case that reel, and only that reel, is spun or al- 
25 lowed to be nudged. 

In an alternative embodiment, the consolation 
feature is of an "accumulative" type, whereby the 
user needs to obtain the consolation feature sev- 
eral rimes before he can obtain a win. or alterna- 
30 tively whereby the likilihood of obtaining a win 
increases with the number of times the consolation 
feature is provided. Thus, if the user repeatedly 
fails *-0 ii"i'.;-''Oj'j->' nis stake using irie gamlji^^ i:;ode, 
he becomes more likefy to obtain a win using the 
35 consolation feature. This increases the interest in 
the game, particularly if the arrangement is such 
that the desired outcome of the gamble mode var- 
ies depending upon what has happened in pre- 
vious plays, so that in some circumstances the 
40 user may desire that his stake be increased but in 
other circumstances he may desire that the conso- 
lation feature be provided. 

When an "accumulative" type of consolation fea- 
ture is provided, it is desired that, if the gamble 
45 mode results in a stake increase, the condition of 
the machine be cleared so that the user has to 
start afresh in accumulating consolation features in 
order to increase the possibility of obtaining a win 
ir; fT-.-inr or. Alternari veiy, there mav simply be 
50 a decrease Ir. the number of consolaiio.'^ features 
effectively nccurr.uiated so far. 

-7iC hip.'-v r^.ay h'? arranq'^d .so tri.it the value 
of t^ff c(:n-cry-.)\'(:r. feature increases sn Hccurcjnck: 
•.'j:*r '.r.'i ^■. "r.- ' ";t .sucu»;t>sl 'm =>: ':',i:r, jsions 
'S'J C-n r*' ^1 . . iuCCcSiruiI V' '•<''^."- ''S'::' P!'J 

siri'r-:. f jr '.' • :.*":::o. >f an "accum;,;:j:;v^' tyn^t of 
consol-':!:OP :',,re is provided, a -A-ir: cciic: r;*; 

of, say, t//eive. The machine coulo then be .r- 
60 riir.cnri ".o ••^ r. ' user ^urcessf- :"y ot;ra is a 
sine'-? -:a^'? :."r;:';ase and ih^r. uriii.'SSOSv-'-jMv uses 



t-?r;vU. I'r-'^'. •.:ofT;r:" it::?n count is; itic-.-jsod l)v four 

It is preferred that the maciuno ii::ve a display to 
indicate the possible win values which can be 
achieved depending upon whether or not the user 
70 has been able to increase his effective stake using 
the gamble mode. This may conveniently be in the 
form of a table which, for each possible winning 
result, listu those win values which can be 
achieved at the various possible effective stakes. 
75 An arrangement embodying the invention will 
now be described by way of example with refer- 
ence to the accompanying drawing, which shows a 
gaming machine in accordance with the invention. 
The specific embodiment to be described is a 
80 version of the well-known "fruit machine". Many 
examples of such machines are readily available, 
and the way in which they operate is well-known 
to those familiar with the art. The details of the 
control circuitry of the present embodiment will 
85 therefore not be described because various ways 
of implementing appropriate control techniques, 
whether using hard-wired logic or software tech- 
niques, wilt be readily apparent to such a person. 
The machine 2 has a vertical facia 4 and an in- 
90 dined facia 6. The facia 6 has five apertures 8, four 
of which reveal portions of the circumferences of 
four reels 10 which are mounted for rotation about 
a common horizontal axis. The. reeis carry symbols 
such as those shown at 12 on their perioherieb, 
95 some of the symbols being visible through the ap- 
ertures 8. 

The machine can be played by inserting a coin 

or a token through an appropriate one of the slots 
14. 

100 After the user has inserted a coin or token, a 
"permitted game" count is incremented by an 
amount dependent on the value of the inserted 
coin or token. This indicates the number of games 
the user can play before a further coin or token has 

105 to be inserted. 

user may then press a start button 16. Th'S 
causes the four reels 10 to spin. This is preferably 
achieved by using a stepper motor for each reel. 
The reels then stop spinning, their final positions 

110 being determined in a random or pseudo-random 
manner. If the reels are positioned such that cer- 
tain symbols are aligned along a win line 18, the 
user is credited with a win value, which in this ma- 
chine results in the paying out of coins in an 

115 amount corresponding to the win vaiue. 

The vertical facia 4 carries a display 20 which 
contains columns 22 in which are displcjyed the 
possible winning combinations of syrr.i;ots. There 
is also a cof'jmr; 24 which disj?!a^'s thL* possible 

120 Win vali.'i'js associated with eaci". -.vinnincj corribina- 
tion when !h'; game is played in th*.* maf'iner de- 
scribed above. 

Occas!cna:!y. a "hold" feature is prov'cJf'd 
whereby the user is given the opponuniiy to press 

125 ono or morn hofd buttons 26. whif:h wiU prevent. 

during th': su-bseauent reef-soinmr.q ooeration. the 
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Tr.-: ■ri;).-;.".' Cos .'1 stjrtner reo! 30 -.vnii::- :5 re- 
5 ferr-.vi p.) :if}f?iii ine stak'j gamble* n:-:!. -.vhich is 
riiorjrt-j.J f:)( roijnon about thti sanv? 3y.i:; the 
rtj'jis 10. ;jnr! port of whicii can be throwih 
one ;n'j ,.jf;ijr;urt?s 3, The rool 50 instead 
be mo:irit(:vi aljout 3 different axiis of rotation, and 
10 inci'jtid it do(?s not even have to bo \r, oroxir^iity to 
the reefs 10. 

The reel 30 is operatetJ, as vviil be f i-jsoriL-evi. by 
a 'stake gafnuie" button 32. 

Assumintj that a coin or token has been inserted. 
15 tticn to becjin a play the machine causes flashing 
lights to ilhjminate the stijrt button 16 the 
stake gaml)le l)urtor. 32, to indicate to trie user that 
he has the cfioice of pressing the start button 16, 
whicli would cause a game to be played in the 
manner di.*scrtt;ed above, or pressing the gamble 
burti;.: 32. 

If h(f choosc?s the latter option, the reel 30 is 
spun ai-.d then stopped so that its final position is 
detti.-^n'.inet j ;n a random or pseuoo-random man- 
ner. T!ie reei 30 carries about its periphery a num- 
oer of "win" syrrbols 33. and a number of "non- 
win" svFTibcts 34. Assuming that after the reel 30 
stops spinning, a win symbol 33 is aligned witli the 
win tine 18, the machine 2 again causes the start 
30 button 16 and stake gamble button 32 to be illumi- 
nated by flashing fights. 

The user may then press the start button 16 to 
'..::!. >-j vj.t- ijiavoci L;v :hi) 

reels 10. If as a result of this the reels come to a 
35 stop with a winning combination of symbols on 
the win line 18, then the value paid out hy the ma- 
chine 2 will be that indicated in a column 36 of the 
display 20, instead of the corresponding value in 
the coiumn 24. In this particular emno(iimen:, the 
40 values in the column 36 are all twice the corre- 
t}^' >>sponding values in the column 24. Assuming that 
the fixed, normal stake for the machine 2 is lOp. 
this means that the initial operation of the stake 
gamble reel 30 and the resulting win achieved dur- 
45 ing that operation has caused the effe'.;tive stake to 
be increased from lOp to 20p. 

After the operation of the stake gambit* reel 30, if 
the user had elected to operate the stake gamble 
b;:;::;" 22 .i'-f.i n-. instead of 'he <>tn>t \:-:r-:n 16. the 
50 stake gamoie reel 30 would have s;:'.in .j;j:i!n. It, 
again, this results in a win symbol be:ng aiujned 

: ' r * p e '**,";' \'.r*'.j \Q. then ! t * e - e r "S y 'i ■ e - 
S'ir^.te': -vir;-. •■jption of pfe&s;njj t:--.' \;'.j\\>j'a 32 o: 
■ : . 't ;;^er;:;e^i *\~p. ir'^i 

3^ r -.r ■ •: •■ vjiueS ar- thrv *■ 



a;i : .r ■ .;::u',*.r .r. c ;:i.r:r;., -1 \ -;j .i::.; .:4, re- 

5:jL?ct:ve!v. If the user achieves an effective stake 
v.iiuo of c-jj. i'e is r.o longer porrnitred to spin the 
70 stake •,:an^.b:;; reel 30, and must instead press the 
star: button 16 to commence I'r.a main game. 

In order to indicate to the user his progress in 
usit:g thv stjke gambie reel 30. itie :nai:h:ne may 
be .'irrang-iti to iliuminate either ttie present effec- 
7b tive stakt^ va!i.je. the oossihie vakjes being shown 
in a row 46 of the display 20. and or the possible 
win values for the present effective stake, which 
are listed in a respective one of the columns 24, 
36, 38. 40. 42 and 44. 
80 if the stake gamble reel 30 is spun and a non- 
winning symbol comes into alignment with the win 
line 18 at the end of ttie spinning operation, the 
ma.chine could be arranged simply to terminate 
that play, so that the user loses his stake. 
85 in ti-ie present embodiment, however, a consola- 
tion feature is provided. The machine is provided 
with a consolation feature display 50 which com- 
prises a fine of arrows 52, each of which can be se- 
lectively tiltimifiated, and a random win value 
90 display 54. 

The arrows 52 are illuminated in succession 
starting with that furthermost from the random win 
value display 54. One further arrow is illuminated 
each time the spinning of the stake gamble reel 30 
95 results in a non-winning jymbol being in align- 
ment with the win line 18. Thus, if this happens 
eight times in succession all the arrcws 52 will be 
i!!!;:-v"r5.j!. '» ; ,irui -his w:II initiate a con.S'JIation prize 
feature, whereby various portions of the random 
100 win display 54 are illuminated repeatedly in 

succession for a random or pseudo rsndcm pcicd, 
and tfie user is then awarded either one of several 
win vali;es or a free gamii depending on which 
portion of :[ie display 54 remains illuminated at the 
105 end of !r'.:s opera iioti. Then, tf-ti ."'ijchme ceases to 
illuminate ail the arrows 52 so that the user must 
start again to accumulate illuminated arrows, by 
spinning the stake gamble reel 30 and obtaining on 
the win line a non-winning symbol, before the con- 
1 10 solatitjn w:fi is awarded. 

If, at ;i stage when one or rnfirf? of the arrows 52 
is illuminated, the stake gamble reel 30 is spun and 
3 winoir.g symbol comes into alignmetU with the 
■vv:n Mr^e *ri. trten ail of the illumin.ited or rows 
1 :5 ce.'is*- If: ..■•uir.inated <or fn an j't'jrnative em- 
bod in- en: I no last arrcv*' tc bo illuminated ceases 
J ; ■ ; r". w ! e; J J so t t'l a » a g r e a * r n u rn ; : f: r of 



s;^^: \ 



reei 30 fesulttng in 
line 18 fT-iiSl 
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o:3 :.-^- ::'..}v l)^) jssjciated with a a ::-^--JfU lype of 
sy.''"t;.-^i on rho ree's 10. If the reei 30 is SDun. and a 
r;cn--.v:n;':;ny symuof comt,5 into alignment with 
0 tho '.v;n lirvj 13. this couid cause the spinning of 
^rv cf the reeis 10 which have corresponding synn 
bo:s on the win line 18. Alternatively, the machine 
couif.: .liiov/ the user to "nudge", i.e. index any 
such roel so that an adjacent symboi comes into 

10 alicjnrT-.ent with the win line 18. 

In the arrangement described above, the effec- 
tive stake was increased by *0p each time the reel 
30 was spun and a win symbol came into align- 
ment with tiie win line 18. Instead, the effective 

15 stake could be arranged to double each time. Fur- 
ther, there need not be any consistent relationship 
between the possible win values. For example, the 
increase in the effective stake may apply only to 
some of the winning combinations of symbols, the 

20 effective stake may change by different amounts 
for different winning combinations, and the num- 
ber or v^inning combinations to which an increase 
in the effective stake applies may depend upon the 
level of the effective stake. For example, there may 

25 be an absolute maximum win value, arid it is pos- 
sible f.hat certain winning combinations will pro- 
vide this win value irrespective cf the effective 
stake. 

In the embodiment described above, the user ai- 
30 ways had the option of pressing the stake gamble 
button 32 or the start button 16. In an alternative 
embodiment, the machine is arranged so that on 
cj'tni.^ cccasions the user is not yiven this option, 
and instead the spinning of the stake gamble reel 

35 30 is required. This may happen on random or 
pseudo-random occasions, or predetermined occa- 
sions. For example, at the beginning of a game the 
user may be required to spin the stake gamble reel 
30, any further spins being optional. Indeed, the 

40 machine couid be arranged so that the use of the 
stake gamble reel 30 is never optional. 

If desired, an additional, conventional "gamble" 
mode could be provided, whereby the user may be 
allowed to perform a gambling operation after he 

45 has achieved a win by spinning the reels 10, in an 
attempt to increase the win value. This additional 
gam.bie mode could be carried out using the same 
reel 30 as is used in the stake gamble mode. 
En tre jt;ove embodiment, the sx-y^c: tiambie oo- 

50 era: on wo.^i 'jarried out using a r-?;?'. However, this 
is noi necessnry; instead, the coerotion could be 
ca."!e-: out using a rotatiny J.-:, o; ^ r.orr.pioieiy 
Ci -f.: v-.-rr; of disolay such Jt; i:'j::*;',^''::!aily flash- 
ir- ■; jl i-^c display, etc. 

5£ ■ . :;r, ,c jpoiicoble :c a:"-. ujm- 

^- 'J ■■ : : '■ *:''vr£pec:jve of ■■.%r.r:\r-'j- —achine 
r. ;jnfJ or tokens. 3nd '.r",-t".'i :i:^oi!ca- 
— j'.—.tne :n which no ::jv."': v-.f ':cer.jt:on 

60 '.'ii'.-s : Z'-f*'-: rour.x. 



b-?;f: 7:v;r-i:::^. :o -r-nr-t to :r-? '.;s-ir o w;n value if a 
vvif'.n;('.;j ga.'Tvj resu't is achieved, v.t'.erem the ma- 
chine is also selectively operat>le to carry out an 
additional gambling operation on the user's Stake. 
70 and wherein the win value for said winning game 
result is dependent on whether or not a winning 
stake gambling operation has taken place before 
the user is informed of the winning game result. 

2. A machine as claimed in claim 1, including 
/5 means whereby a user can instruct the machine to 

carry out the stake gambling operation. 

3. A machine as claimed in claim 1 or claim 2, 
the machine being selectively operable to carry out 
0 plurality of successive stake gambiing opera- 

80 tions, the win value for said winning game result 
being dependent upon how many winning stake 
gambling operations have taken place before the 
user is informed of the winning game result. 

4. A machine as claimed in any preceding 

85 claim, wherein the machine is operable to credit to 
the user different win values in dependence on 
which of a plurality of different winning game re- 
sults is achieved, each win value being dependent 
upon whether a winning stake gambling operation 

90 has taken place before the user is informed of the 
respective winning game result, 

5. A machine as claimed in claim 4, the ma- 
chine being operable to display each of the win 
values which can be credited to the user in re- 

95 sponse to achieving each of the winning game re- 
sults. 

6. A machine as claimed in any preceding 
claim, wherein the machine is arrangea to inform 
the user of the results of the stake gambling opera- 

100 tion before commencing the game. 

7. A machine as claimed in a.ny preceding 
claim, the machine being arranged to inform the 
user of winning game results by displaying sym- 
bols of a first type, and being operable to inform 

105 the user of a winning stake gamble operation by 
displaying a symbol of a second type. . ,-^.v;i^^ti:; 

8. A machine as claimed in claim 7, including a 
common display device which is operated for the 
playing of the game end for the stake gambling 

no operation and which :s arranged to display both 
types of symbols. 

9. A machine as claimed in claim 7, Including a 
first display device operated for the playing of the 
gome for displaying the first type of symbols, and 

115 a -iecGnn riisplay device whicn is operated for the 
stake i^rimbling ooeration and which displays the 
seco'"''- ''/^^e of s^^mbols. 

10. A njcr.tne as clainn^ri in D!*eceding 
c:.:;;r. irjchine being ou^-nt:!'? -o inhibit the 

120 -Ju.*-.:-; . :j .vit'Minc) <jjmo .''.'l,!: '. ' .'•"'SpOnse tO a 

I i. ^ jcr'-f'.*} as (riairT-:!,'*:! in clrifr-! iO. wherein 
trv; '-r r.n :•: ODerr-;::*,- \^ ;''h:b't tno playing of a 

125 ble C'.:*?'".':tfon. 

12. .-^ *r..-irr::f'.e as claimed in claim 10 or 11, 




the further opportunity is provided in response to a 
plurality of non-winning stake gambling opera- 
tions. 

14. A machine as claimed in any preceding 
5 claim, having symbol-bearing reels which are spun 
for the playing of a game. 

15- A gaming machine substantially as herein 
described with reference to the accompanying 
drawing. 
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